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ABSTRACT ^ 

This monograph is' one of a series developed for 
c\^rriculum in higher educat^ion which , prepares personnel for. 
employment in local, state, and regional leve^L's of Employment and 
Training Administration programs of the 0«S. Department of Labor«^ 
This publication describes a Simula tioii game called "Pipeline** rather 
than a regular uni varsity course* The game is intended to represent 
major aspects of employabxlity programs a^d to Surface a number o£ 1 
issues related to the org^anization,. management, and delivery of . 
services in employment and training programs. The constraints of tiFedi 
game allow p-articipants to assume ownership for t|ieir actions*-during 
the game, thereby assisting participants to. locate problem areas and 
to pose solutions* At the end, participants move .from a simulatied^ 
setting to a better ijnderstainding of the real problems which exist 
within Employment and Training Programs* This document addresses the 
following topics: an overview of development and employability 
programs, simulation of the employability system, ^ame preparations,' 
rules, game facilitator's responsibilities,/ and debriefing. 
(Author/JLL) ' 
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This monograph is one. o£^ 4 series developed for curriculum in higher ^ 
education which prepares personnel for empJlgyment -in locnlj at:fitt^^Md__l 



regional levels of Employment' and Training Administration programs 
of the U.S. Department of Labor. This publlcisitlon is unique in that 
it describes a simulation game rather than a regul;^r university course. 
The game is intended to represent the major aspectis^of. employabllity 
programs and surface a number of .issues iqelated | to t;he organization', 
management, and delivery , of services in em^ployment , and draining 
programs. / - > 



The simulation game was developed by Jean L. Easterly and\ David P< 
Meyer ,^-faculty/i|^emiers in Oakland University's Schobl of Education. 



The last page of this moni>gr^ph is an evaluation form. We k'equest that 
you return it lafter you have had timie to examine the monograph an^ its 
possible uses to you. Your* feedback will be of great assistance in 



evaluating our ;jcurriculixm ef f ec t jLveness . Thank you 
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PIPELINE: AN EMPLOYMENT AND TRAINING SIMULATION 



INTRODUCTION .- ^ * - 

» ■ ■ ' ■ ■ ■ " ■ ' ' ■ . ■ 

The Idea of Pipeline began as an effort to introduce' those who 
were unfamiliar with Employment and Training programs to some of 
the essential procedures and difficulties Inherent In such 
programs. We thought that some_|^^mple game" might 'serve to 
instruct potential service deliverers and program managers in . 
ja, dramatic and active manner. ' * 

However y simulating an employabll.ity system, as complex as those 
currently established turned out to be^o e^sy task. This is 

/especially so when two persons , one having expexjtlse in the cbntent 
(Employment and Training programs) and the other In game design^ 

'attempt to unify their effortjs. Thus, Pipeline yas developed using 
a "dual deslgn"process. When a single designer develops a simula- 
tion game V the process may be seen as both an art — an unstructured 
process which uncovers a* model previously held at the implicit 
level of consciousness (SThirt^, 1976^;_and as a science— a careful 

.abstraction of elements from realitjr to build a model rationally 
selecting the elements |to simulate from the model* 

The "dual design" process, howeveij, used in designing Pipeline was 
quite different. The first s^ep was to formulate a model repre- 
sjlnting a typical Ei^loyment ajid Training Program. Thus, tjhie 
game design partner had not oiily to 1^'am about Employment and 
Training programs, but also had to vlsilalize each component in 
relation to all the others. - This had to occur before any, attempt 
at siiflulation could even begin. And due to the complex social 
context in which Employment and Training programs occur, certain 
liinitations had to be Imposed upon the model before -it became 
unmanageably complex. The content design partner, meanwhile had 
to learn about simulations, and the effect the limitations imposed 
on 'the model would have, always guarding agaiiist discarding, a 
crticial component « ^ '\ 

Then the simulation desi^ partner had to design ways of simulating 
components, not only as ijsolated elements, but as an articulated 
whole. At each step in this process, the content partner applied 
the criterion of accuracy in component representation. If a ^ 
.translation didn't measure up, it was modified and in fsome case4> 
discarded. 

Finally, a long series of trial runs beforfe a variety^ of audiences 
was carried out with the codevelopers riinning the simulation 
jointly. Feedback on these trials was gathered through evaluation 
fortfls (Appendix A.l)^ supplemented by discussions with participants 
and observers. Numerous rule and component changes were made so • 
that eventually the Pipeline fr^ulation in its present form emerged 
It was, in retrospect, as all 'creative events , an exciting and 
challenging process. ' ' 
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2.0 OVERVIEW "OF DEVELOPMENT OF EMPLOYABILITY PROGRAMS 



2*1 Soclo-cultural Forces 



In the years following World War 11^ a number of social and 
economic forces were at work which would lead In the 1960 *s 
to a new and national approach to problems of unemployment. 
These forces included: 

^ • 1) Increased migration of^^^ij^ers from rural to urban areas » 

following a declining ^lemai^d for farm labor due to rising 
farm productivity. - ^ - 

2) Increased laBor^p'^?^ pajt^icipatlon, especially by women 
pursuing contiguous wbrking careers. 

3) A surging tide of technological change which accelerated 
worker productivity to a level of^ increase one- third 

' , greater per year than'before the war. 

4) A post-war baby boom which predetermined youth employment 
- problems beginning in the early sixties. 

5) The GI Bill, resulting in a huge demand for education--^ 
which was required by increasing technology and compe- v 
tition ±n the labdr tnarket. 

* ^ - 6) Minorities ''awareness of and insistence upon their fair 

share of the American dream: education, housing, ^pubiic 
accommodations and most of all, jobs. 

2.2 Early Efforts at Reducing Unemployment 

When the Kennedy Administration took hold in 1961 v they were 
faced with rising unemployment in aener^l, as well as high 
'structural unemployment for seleO'ted worker groups. But that 
administration was unprepared -"ftu: action to combat* disorders . 
prevalent in the work arena. Congress acted by default-- 
timldly and misdirectedly with the Area Rehabilitation Aict 
^ of 1961, which was designed to aid limited pockets of unre- 

lenting depression. 

- 2.3 MDTA: Landmark Legislation 

Despite opposition, prestigious witnesses such as the Chairman 
^ of the Federal Reserve Board and the former Chairman of the 

^ * Council of Economic Advisors opined that there was no lack 

■ r ' of jobs (I)- — the Manpower Development and Training Act of 1962 

,was passed. Its first emphasis was upon youth, to counter- ^ 
l^urgeoning youth unemployment, but. later poverty afid racial 
criteria were added as the shape and size of the' r^|j^lem 
^ ^ ' became apparent. MDTA, as it ca!me to be .called, oc^Js^ed' , 

o • • ■ . ■ ■ ■■■ :7' ■ ' z^'- ■ - 
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'remedial basli;; educatloiv» orientation to the world of work » , 
bccupatlonal and personal coiinseilng, supportive services , 
^ork experience and voicatlonal training to Increasing numbers 
of chronically unemployed, under-nemployed and disadvantaged . 
i^abor market* entrants. " At fir'st nobody was certain what 
services to offer • but those mentioned formed the ccfire of 
a wide spectzxim attack on 'unemployment and poyei:t^>ln this v 
country during the 1960'}s» * 

More Legislation ' . 

Other legislation supported t;hese e£|ort8 toward a more egalil-. * 
tarlan society: the Civil Rights Act of 1964;, the., Vocational 
Education Act of 1963 an^ the, Economic Oppoxtxixii%j Xct of 1964 
and finally an Amexidment to the Social Security Act of 1967. 
These special population groups wez^e ldentlJ^led and supporte 
in their efforts to ^improve their employablllty • The Wo^tk 
Incentive Program (WIN) sought to assist: Welf^ria ^recipients . 
to. break out of the cycl^ .of unemplrOyirieiit and disadvantage. 
The Job Corps jwas designed to assist urban youths to acquire 
job skills in a quasi-milltaT?y envirox^i;rat away from the cities* 
The Co*ncentrated Employmeht Program focused on specific 
geographic target areas of high unemployment:. The Neighborhood 
Youth Corps offered work e3q>erlence and the chance to earn . 
money, pften for thA first time, to pobr*^ youngsters Across the 
country^ 'ln both siumner programs and during the regular school 
year. HeaH Start,' Public Se/rvice Carreers, "Operation Mainstream 
and Public Employin^t Programs (PEP) supplemented these other 
efforts for special client groups. * 
< ■ . ■ .' * ■ ■ 

Core Services . * V . - . 

In these years through trial and effort^ a core of/ services was 
developed which is still typlc^ of emplc^yab'lllty programs under 
the Comprehensive Emplbyment and Training Act (CETA) which 
forms the cnrrent Legislative' mandate for employablllty ser- 
vices to the podT'^ 

These' services are based on the theoretical bias that th,e 
individual poor or unemployed person can become' enployable 
through the changes In the ability to conqpete for jobs/ through 
the application of certain, services. The programs are not 
designed to change the nteaber of ^ emplojnnent o^ortunitles, 
which is -consldelred the province of economic and fiscal policy, 
except incidentally through on-the-^j'ob training 'contracts' with - 
employers, and in some cases subsidized employment.* Essentially 
the process is one of working on the disadvantaged client rather 
than on the employment environment! ^ , ^ 

• ■ ' . ■ . ■ , fc- ' ' 

Cons^equently , a typical employ ability program has evolved 

which' may be characterized by progression through a number of 

stages: ' 

^, . . . , ^ .. .. ■;• 
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1) Qutr^a'bh: Suitable clients* for the klhU of program, being 
mounted must b^ located and Induced to enroll « 
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2) V intake: Clients' have to be enrolled In thd program so as to . . - ' 

'obtain its benefits (stipends, remedial stevl'Ces, et^.) • . > 

At this point program 'ctlteria for admittance are applied; ( 
often preference is giv€^n to certain categories of \memployef|^ ^ 
" persons: veterans, racial tolnorltles, heads of B^buseh^ 
welfare recipients, and youth. Need and feasibility 
Intake concepts. \ • "'^1^ , *.' 

3) Assessment: Enrollees (as they are ndw called) go chrouglvML 7 
some x^ocess by \4ilch program officials can dettemtlne th# « 

, barriers to employment; which mu^t be removed and the abilities 
which siay be capitalized upon* to forward • enrollees to employ** 
ment.. Standardized tests especially vall4Ated for dlaadvanT 
taged groups may be used, or Interviews > retcflrds and case 
histories employed -^to evaluate the /enrollees*' empif^^^^lt ^ ^^ 
, .potential. ' ' ' « v\ 

4) * Counseling, and employabllity planning: Erirollj^e& ^t^'-^^lsted ->^. 
' by trained specialists to enter into a plan of persPpjiaj!^ \ 

. vocational/educational development which considers^ ^Elfe pl^gram 
resources, their own psycholbgical/economlc/spfiiai 
and the possibilities of the job market. Thl$ aj^sistance \i 
usually continues as long as the enrollee is^ dissociated witd ^ 
the program, in both Individual and group sessions. 

5) Vocational training and remedial education: Assuming; the enrollee 
has IdLmlted or no occupational skills and/or limited basic ecu- ^ 

' cation (reading, writing and math) , most pifo grams o^^er/- coursed 
to give enrollees a marketable vocational^.sfeiili^fta' a; r 
time, and basic educatlprial skills to allci^f ..them' tO' prqf ItL f rpm 
such training and to move up, once lemployfed . ^ , . ^ 

6) Supportive serviced: Given the 3eyere di3adVantageMnt>v;of 
employabillty program clientbi^ it is pecAssfeaiTjt^^ 

wit^ other medical, legale psychological and .!t3|i£l^ 

so that they may continue in the 'prograid Vltho^ut catastrb^hljc;: 

environmental disturbances* - ' : ' . * ■ r : : 

7) Job development: As an enrollee moves toward the .<^d of the 
employabillty process, the program icinds it ne&ess^fy to. ^ 
Assist in a variety 6f ways td Insure that a job Is obtaliaed' 

^9onslstent with the individual's goals and .-t'iralcd.ng received 
. in the program. • Job develbpmenlu thus Involves contacting and 
influencing employers, matching enroll^s to .the available^ / 
job openings, negotiating with employes* cone erniM referrals, 
preparing enrollees for job Intervi'evs and following up cxn^'^ 
those placed. . 
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SIMULATING THE EMPLOYABILITY SYSTEM " . . - . , , 

.' ' ■ ■■ ■ ^ .' ■ ■ 

3.1 Sequencing 

. * ■ • ' ' ' • . 

this simulation is designed tya represent thfe^^M 
* current ^mployability programs thrpMgh enviroran^tal constraints 
and a step by step progression through the progrSn phases by a 
majority of players. Certain institutional aspects of ^society 
11 are broadly represented which tie: in to the nature add/ clientelle 
, of the employability program (e.g. the welfare system, in its 
broadest sense, including unemjployment insurance and some parts 
of Social Security) • ^Events in jthe gaiQe are sequenced much as 
they are in: real life, N^itl^utreach a^^ dccurfing 
first, assessment next, then e^lpyability planning, then - 
^skills acqui&ition.. -aid finally job development and placement. 

• • . . ,, ■ - ' . ■'■ , - ^ ■ ■ ■ 

3.2 Selection of Variables 



The variables which the^ designers of Pipeline have selected 
for representation include: ; ; * 

Ob^L The social condition of unemployment ^ 

2) The inherent need for' money to survive 

3) A limited number, of options for acquiring- miiriey, which 
are:' . ' . v • . ' 

a) The Pipeline system, representing employment training 
opportunities 

' " • ' ■ ■* 

h) Alternative money earning lifestyles, outside the 
iob market ^ . 

^- I , . ; . ' 

. c) Income maintenance* programs sucTtT as Welfare, Unemploy- 
ment Insurance, and Social Security ■ 

4>) Work, career fields and skill levels ' / 

5) The job market , including aspects of entry, productivity, 
promotion and disii\issal. ' 

3.21 Unemployment 

All players, save seven who have special jobs, -begin as 
"unemployed'', i.e. , they have nothing to do, and no ^ 
money, but have been. informed that money will be needed 
to survive and that theire are thre'e-optibns for acquiring 
it. Furtherfore, these unemployed have been identified 
by badge as belonging to one or more^ of the following 
groups: veterans, heads of households, youths, minorities. 
Such membership affects how players will, be treated by 
those with special roles. , 



3.22 Need for Money 



At certain intervals during the simulation, players are 
required to pres^Tf a buck to the Game OveraXJ Director in 
order to survive. These collections are preceded by "two 
minute warnings," with the effect that players must . increase 
their efforts to obtain/money, creating heightened Interac- 
tion. , . ■ ' ' ■ ■ ^ :^ ' ' ' .y _ • ' . _ 

A) Option 1: Pipeline System^ ^ 

: ... . • ' ■• ■ - • . ■ ■ ' 

The Pipeline system consists of three segments, ^ each 
managed by a "gate-keeper" with duties peculiar to the 
system. Gatekeeper I is charged witlj^ recruiting and > ^ 
enrollln tt^.^ e inemployed, keeiping to ceftadi quota^ of 

;te£i.a±^roup members. Gatekeeper I also administers a ^ 
simple assessment which determines the unemployed per- 
son^s career field. Depending on the ^nrolle^'s response, 
one of three different colors of construction paper is given,. 
^ representing different career fields. ^ ' 

Gatekeeper II receives enrollees from Gatekeeper I, Imparts 
* knowledge to them, and evaluates their learning according 
to a simplified version of ploom^s taxonomy (1956). Three 
boxes of collage materials are available for each of tlie 
.career fiel^^^^/Hfrom which the enrol lee may SKoose. The > 
lowest level boxes contain newspaper clippings and are 
representative of learning at;^a memory or descriptive level. 
The middle level contains co^red wrapping paper and repre- 
sents a more complex type of learning which includes an 
interpi:etive level of thinking. The highest level contain^ 
colored pictures, ribbons and cloth and represents learning 
at its most complex evaluat^e level. 

Gatekeeper III operates the final stage of the Pipeline 
system, assisting enrollees to plan to use their materials 
to best effect .and arranges for them to enter the labor 
market by negotiating with Collage Master, who represents 
the employing co^punity. , 

In addition, the Pipeline system has a Pipeline' Supervisor, 
whose responsibilities are to assist JGatekeepers to 
coordinate their efforts, to see that they carry out their 
duties, to answer their questions and to eyaluate their 
work. / 

B) Option 2: Alternative Lifestyles 

Players may opt to ♦lay cards with the Chance Master as a 
means of earning money necessary to survive. T|\is is 
risky as are ^he real life options it represents r^s^lf 
employment, street hustling, "dropping but" or 



ERIC 



^2 



-7- 



/ C) option 3: Income Maintenance 

■ " » 

Players who are not selected by Gatekeeper^ L or wlib don't 
wish to enter the Pipeline system, or who can't or won't 
gamble, may choose to get money from the Head of the Circle 
who represents various Income maintenance ^programs, such as 
Welfare, Social Security or Unt^ployment Insurance. The 
lines to see Head of Circle ater generally long; the red 
tape Is' oppressive and the moneta^* awards slim for those 
who 'choose this avenue. Players li^ the Pipeline system 
receive priority attention from Hea'd of Circle S9 that thfy 
are sure to survive, a representftlon of stipends paid 
enrollees In Employment and Training Ftograaa. / 

3.23 WoSrk, Career Fields and Skill Levels 

• '. -a'^ , ■■ . 

Work Is represented by the activity of collage making which 
offers a unique coinblnatlon of creativity and structure 
symbolizing work in an intriguing'' way (Cabianca, 1972). Collage 
making, requires a piece of construction paper and materials 
for gluing to It. The color of the construction paper Is^used'' 
to represent (th different career fields; the qualijfy of 
the collage ma¥^rial^ represents different skill levels. 

3.24 The Job Market . / 

Those who pass thrbugh ^he Pipeline system, having acquired - 
.collage making materials may move into jobs in the world of 
work, each of which is represented by a chair at a work table. 
Collage construction paper color must match the ^hair color, so 
that shortages or surpluses may occur in certain career fields. 
^ The;^Job market is under the control of the Col4.age Master who, 
representing employers, hires workers to fill empty chairs, 
evaluates their work and pays them. If the work of the collage 
makers la. linsatlsfactory, they may be dismissed and sent to 
a recycling area to await another opening. If their work Is 
very'^ood, collage makers may be promoted to larger tables 
having the* most pictorlally attractive magazines with which . 
to wolrk. In general, the ratio of ptomotion slots to entry 
slots is 1 to 3; and the number of entry Jobs is about 1/4 the 
total number of players so 'that competition for Jobs is strong, 
just as In the current labor market.^ 
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4.0 GAME PREPARATIONS . > 



In order to direct a simulation game It le Important that the game 

facilitator engage in .both long and short range preparatl^ons. 

The sections which follow are arranged to facilitate this process. 

4.1 Materials Needed for Pipeline 

One good sl^ed room or classroom (A very large room is ideal.) 

dne roll of adhesive or masking; tape ' 

Forty pieces <>f 8 1/2" x 11" yellow construction paper 

Forty pieces of 8 1/2" x 11" pink constructlod paper - 

) Forty pieces of 8 1/2" x 11" light blue construction paper 

One deck of car A 

One pair of dice 

^ Approximately 100 poker chips 

Approximately 100 boicks or play money (one<-dollat b£lls) 

One collage of twenty-one pictures: seven pictures which are 
predominantly yellow» seven pictures which are predominantly 
pink, and seven pictures which are' predominantly light blue 

Three pictures which show people in a complex but rather 
ambiguous situation 

Ten containers, preferably shoe boxes ^ ^ 

Twenty pairs of scissors 

Seven bottles of. glue or paste with small wedges of paper on 
which glue or paste may be placed and a box of Q-tlps^ 

^ Forty questionnaires using th\ format found in Appendix A. 2 

Collage materials, ranging from very ordinary materials' to 
highly attractive materials t ' 

Forty badges 

\ 

Half a dozen magazines having colored pictures 

Four magic markers — one of red, one of green, one of blue and 
one- of purple . ^ - ^ \. 

Half a dozen pairs of gloves 

Vs. * • 
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4.2 Room Preparations 

A good sized room or classroom Is needed In order to accommodate 
the variety of spaces and artifacts of Pipeline , Following the 
design shown In "Room Arrangement" (Appendix A. 3), place seven ^ \ 
desks, three tables and three chairs In one part of the room* 
Tape a yellow piece of construction paper to the four plece4 of 
furniture clustered to the left; tape; a pink piece of construction 
paper to the three plej^s of fumltur^ clustered In the middle; 
tape a piece of llghfi blUe construction paper to the three pieces 
of furniture clustered to t^e right. The preceding preparations 
assua^ that approximately 20-25 players will participate excluding 
they^atekeepers, Collage liaster. Pipeline Supervisor , Head of 
Clctle and Chance Master, .^f fewer players participate less 
desks are necessary. . * 

- . - "* ♦ ' 

Following th^ section ehtltled "Roop Arrangement," tape adhesive ^ 
tape or masking tape on the flodt^t^eT;ever a line Is Indicated. ^ 
Somewl\ere In Territory ^, tape the letter "P" on the floor* In 
^ the space called GatekesBper I, tape the Roman numeral "t". In the. ' 

space called Gatekeeper '11, tape the Roman numeral "II". In the > 
space called Gatekeeper III, tape the Roman numeral "III". In 
Territory R tape the letter "R" and In Territory H tape the 
'-^^ letter "H". If you haven^'t already done^so, remove parts of the 

tape sepckratlng territory R from territory H. In the space called 
Isolation tape letter "I"^ ^ - , 

In the center of NO TRESPASSING, to the left of the Pipeline, place 
^swi^ " a box of bucks or play ntoney one-dollar bills. 

• Somewhere la Territory P place a deck of cards, a pair, of dice and 

approximately 100 poker chips. 

Somewhere In Gatekeeper I place approximately thirty pieces of 
8 1/2" x 11" yellow consti;'uctlon paper, pink construction paper 
and light blue construction P*PWtl_ Prepafe a cplljige of twenty- 
one plctures«-seven pictures whlcETIsre predominantly light blue, 
seven pictures wfarlch are predominantly pink, and seven pictures 
«^ which are predominantly yellow. Place the collage In Gatelceeper I. 

^} Somewhere In Gatekeeper II place three pictures which sh^w peopla 

In a complex but rather ambiguous slttiaftlon. One of the J)lctures 
should h0 attached to a yellow piece of constructloii pap«; one of 
the pictures should be attached to a pink plecie of cQnstructlon . 
paper; one of the pictures should be at^tached to a light blue 
^ piece of consti^uctlon paper* Beloi^ each picture a few sentences 

should be printed or typed. The sentences should, 1^ some way, 
} enlarge upon the meaning of each picture. ^ 

Somewhere In Gatekeeper II place nine containers which are marked 
- In the following manner: Level I written on yellow construction 
paper. Level II written on yellow construction paper. Level III ^ 
%n:ltten on yellow construction paper, Level I written on pink 
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construction paper, Level II written on pink construction paper ^ i -. 
Level m written on*" pink construction paper , Level I written on, light 
blue construction paper, Leyc^l II written on light blue construction 
paper and level III written on light blue construction .paper^. In all 
Level I cQn^tainerd place th6 simplest mostv ordinary types of collage 
materials. In all Level 11^^ containers place more interesting^ types 
oif collage materials. ; In All Level HI containers place the most 

coipplex and attractive collage materials which can beifound. 

• ■ . • ■ ' / ' ' ' ■ 

Somewhere in Gatekeeper III place at least twenty pairs of Scissors, 
a box of Q-tips and several bottles of glue or paste with small 
wedges' of paper on which the glue or paste may be placed.^ 

Somewhere near the three tables place a half dozen magazlhes having 
colored pictures, several bottles of glue or paste and pieces of 
yellow, pt(ik. and light blue construction paper. 

■ ■ ' * / ' . ' ■ ' ' • V \ * 

Some\^here in Head of /Circle place at least forty questionnaires; 
these should be prepared in advance using the format which appears 
in Appendlx'A.2. (l|nlimlted duplication of questionnaires is 
permitted.') 

Badge Preparations 

In order to prepare^ badges, it is impprtant to know approximately how 
many players there will be, excluding Gatekeepers, Collage Master, 
Pipeline Supervisor, Head of Circle, and Chance Master. When the 
number of players has been estimated, prepare badges in the following 
manner: ■ . 

i ■ . ■ ^ . ■ • ■ . ' / ■ ' 

1) Separate 15% of the badges at the beginning. Do not mark 
on these. ^ - , 

2) Of the remaining badges, mark them using the following percen- 
tages: * - . 

a) 30% of the badges should be marked with one b^-ue line; 

b) 15%. of the badges should be marked with one green line; 

c) 10% o£ the badges should be marked with one purple line; and 

d) ' 5% of the badges should be marked with one red line. 

<At least one of the badges with the red lines should not 
have any other lines on the badge O 

In adqition to the player's badges, prepare one badge for eaqh of 

the seven job descriptions: Gatekeeper I, Gatekeeper II, Gatekeeper tll 

Collage Master, Pipeline Supervisor^ Head of Circle arid Chance Master. 



RULES, i\ ■ . * ^ 

Plpellge has many rules which emerge during the game* At the beginning, 
hoWeverl the game facilitator has relaftively few rules' to explain. 
The crux of the rules are the seven job descriptions which must, be 
thoroughu.y learned by seven volunteers shortly before the actual game i 

begins. \\ ; • ■ . ' ^ 

5.1 GameA Facilitator 's Introductory Statement' ^* . • * . 

■\ ' " \' " ^ ■ ■ ^ •■ 

WelcOTie to Pipeline ! ^ Each of you has been given a badge.* You 

ate raquested to wear your badge at all times dxirlng the game. 

Pleas^go now to Territory P. * . y 

v .;- \' V : ■ , • ■ , ' : ■ J ■ 

Th6 object of the gaipe Is t^ obtain bucks' in order to survlvey 
Bucks avb .obtained in three ways. First, bucks are obtal*ned^y . 
Roving t-nroug the Pipeline, obtaining the supplies and materials 
hec&8sary\to make collages, and securing a chair or ta%le so that 
you can make collages. The second way of obtaining bucks is by. 
going to H(^d of Circle. The third way of obtaining bucks is by 
* remaining u. Territory P and going to Chance Master. ' 

During the game I will be stopping you once in a while to get one 
buck from you\ Since I know 'that it will .take each of you a few 
minutes to obtain a buck, you will be ^iven approximately twenty 
minutes of "f ree^ play" before^ you have to start^ paying your way. 
After that time,\any player unable to* pay his/her way in the game 
will die. You may be asked to pay several tlmeis during the game. 

^You are not per.mitrfed to travel from Territory iP unless you use 
the access lane to siee Head- of Circle or you are invited to enter 
the Pipeline by Catelo&eper I. Players in the ^pipeline or in 
Teriritories H or R may\use the appropriate access lanes to see 
Head of , Circle at any t^Lne. Players may also return to Territory P 
at any time during the giame. 

Any player who is found lirv the NO TRESPASSING area will be sent to 
Isolation. The game of Pipeline will now begin! 

5.2 Job bes<?rlptlona V , ? 

In addition to the Game Facllirat;or statement. Pipeline has seven 
jobs which must be assumed by seven persons who would otherwise 
have been players. The game^facilltator may vask for volunteers 
or simply ask seven persons to assiime these J[obs.' All this should 
^ take place about ten minutes beforeKthe game starts so that these 
seven persons may study their job dei^criptlons and^.begin to make 
plans. •■ : • ' * • * 

The seven job 'descriptions should be. prepared in advance so T^hat / . 
they may be distributed to the seven persons who are: ' Gatekei^er. I 
Gatekeeper II, Gatekeeper III, Collage Hastier, Plpelltie Sup^rvl^r, 
Head of Circle, and Chance Master. In addition, the seven persons 



should be given a badge so that everyone may know who they are. Gate- 
keeper I Is given th^ following set of Instructions, ^ / 

5.21 Gatekeeper I 

. ■ ■ ' •' ■ • ^ . 

* Gatekeeper I Is responsible for. selecting players and Inviting 

them to enter the Pipeline* If players do not-^^sh to enter ^ 

the Plp.ellne. you should encourage them but respect thel^ wishes 

if they decline. Gatekeeper I is responsible for selecting 

playfers so that: . ' 

a) .50% or over of the player's badges should be marked xrLth 
one/blue line; ^ 

b^" 30% or oyer of" the player's badges should be marked with 
one purple line; / 

''^ ' . , ' > ■ 

c) 30% or over of the player's badges should be marked with 

one green line; 

d) 10% or over of the player's badges should be xnarked with 
one red line. 

Careful records should be kept as each player is admitted to the 
Pipeline. The Pipeline Supervisor will want to see your recoi^ds* 
In particular, the Pipeline Supervisor will be checking to see^ 
, that you are f electing players wiJLh respect tci the preceeding 
gjjldellnes.^ . 

Arfter you have selected some players, ask each them Xo study 
carefully the collage of pictures. Ask each of them in tunt, to 
select tjie three pl<^tures which they like the best. Using the 
three pitrtures which they have selected, decide .which of these 
colors is dominant: yellow, pink^ or light blue. Give each 
playet the color of. construction paper which corresponds to the 
dominant color in their top three picture Selections, If you 
are undecided, you might ask I the player to rank order his/her 
three favorite pictures, j :>/ 

Before players leave your area, tell them that they are new 
eligible to go to Read of Circle and obtain a buck automatlca^y 
without having' to wait in line. 

Players with construction p^per are eligible to continue on 
through the Pipeline to Gatekeeper II. 

iCarefiCil records should be kept of the color of the construction 
paper which is given to e^ch player. The Pipeline Supervisor 
will want to see your records, 

5.22 Gatekeeper it 

^t' ' / . ■ • ■. •■ 

' • Gatekeeper II will find three, pictures, one of which is attached 
to a yellow piece of oonstruction paper, one of which is attached 




to a pink piece of construction paper and one of which is attached 
to a flight "blue piece of construction paper/, Under each picture 
are a few sentences. Gatekeeper II is responsible for directing * 
a player *s attention toward tttat picture which is attached to|^ 
the dame color of construction paper^ which the player has chosen. 
Say to each player, "TELL ME MOUT /THE PIGTURR," There are 
threes levels of responses which playMs may make. ' . 

Descriptive Level — at this level players will 
simply describe what they see. 

" , , '' " . . ■» 

Interpretive Level~ at this Icv^ players will 
bring new meanings to the picture. For example » 
players may express some hunches abbut what will 
happen' next » what has happened or how people in 
the picture feel toward each other; 

Evaluative Level — at this* level players will 
critique the picture in some way. For example, 
players may say what is pleasing about , the picture, 
how the picture could be better, or how they feel 
as a r'esult of the picture. ?v - 

Gatekeeper II will find nine containers which are marked in the 
following manner: , Level -I written on yellow construction paper. 
Level II written on yellow construction paper. Level III writt;en 
on yellow constructipn paper. Level I written in pink construction 
paoer. Level 11 written on pink construction paper, <Level III 
written -on pink construction paper. Level I written on light 
blue construction paper. Level II writtren on light bl^e con- * 
struct ion paper and Level III written on light blue construction 
paper. In all Level I containers Gatekeeper II will find the 
simplest, most ordinary types of collage materials. Xn all 
Level II containers Gatekeeper II will find more Interesting 
types of collage materials. In all Level III containers ^ Gate- 
keeper II will find the" most complex *and attractive collage 
materials. 

Players who respond to the picture on a descriptive level are 
directed by Gatekeei)er II to select six collage materials from 
the Level I container whose color matches the color of the 
player's construction paper. Players Who respond to the picture 
on a descriptive and/or Interpretive level are directed by 
Gatekeeper II to select; six collage materials from the Level I 
container and six collage materials from the Level II container/ 
whose color matches the color of the player's construction paper. 
Players who respond to the picture on a descriptive and/or 
interpretive and/or evaluative level are directed by Gatekeeper 
.11 to select six collage materials f rom ^each of the three levels 
of containers whose col^ matches the color of the player's 
construction paper* 



Level I; 
Ibovel II: 

Level III: 



Before players leave your area, remind them that they are 
eligible to go to Head bf Circle and obtain a buck automatically 
without having to wait in line. 

Careful ^records should be kept of the level of response which 
each player makes « The Pipeline Supervisor will want to see your 
records* 

Gatekeeper III ^ 

Gatekeeper III is responsible for working with each player as he/ 
she develops a plan for using his/her collage materials. Gate- 
keeper III Is responsible for giving constructlvb f e^back to ^' 
each player so that his/her collagis materials can be displayed ^ 
in the most aesthetically pleasing manner possible* Much atten- 
tion should be given to the originality and cooperation which 
each player displays. When Gatekeeper III is satisfied with ^ 
the plan of a particular player, then Gatekeeper ,111 gives to - 
that player a pair of scissors and. some glue or paste. / 

Gatekeeper III is also responsible for negotiating with Collage 
Master, telling him/her about the new player who is ready to 
occupy any desk whose color of construction paper matches the 
playei^'s color of construction paper. When telling Collage 
Master about each player, it is Important to point out the' 
player's ability to d^elop plans for using his/her collage^ , 
materials in addition to the quantity aiad quality of the actual 
collage materials. . - . 

If Collage Master is impressed with ydiir description of the player, 
he/she may ask to talk wltli the player In order to decide If the 
" jp layer is ready to ocqeupy a chair. You may wish to be with the 
player when he/she talks with Collage Master « In , that way, you 
can be of assistance to the player* 

Before players ^leav^ your area,' remind them- that they are eligible 
to go to Head of Clr(^4. and ol)tain a buck automatically without 
having to wait .in lin^^t" 



Careful records should be kept of your work with each player, the 
number of players ^whom Collage Master accepts and the color of 
desk which players .9ccupy. 'The Pipeline Supervisor will want 
^to See your records* 

Any player who is unable 'to secure a desk must stand in Territory 
H. He/she shquld not be forgotten by you and every effort should 
be made by you to* help players in Territory H to secur^ a desk, 
of the appropriate color. r<Iti Territory H one or.more of the 
|>layers may have already occupied^ a desk. You are also responsible 
for helping these players to secure a desk of the appropriate 
color.) 
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5.24' Pipeline Supervisor ^ ^ 

• ' Pipeline Supervisor Is responsible for establishing the criteria^ 
• by which the record keeping systems of Gatekeepers and the 
^qualitjr 'tjf their worl^ will be evaluated. In addition, Plgpellne 
Supervisor is responsible for as8lstii;Lg the Gatekeepers in* their * 
t work when and if they encounter a problem. Pipeline Supervisor 

is responsible for establlshli\g criteria by which Gatekeepers' 
are paid bucks. Pipeline Supervisor is also responsible for 
^ying: Qatekeep^r^ in accordance with these criteria. As s^QXi 
^ as' the criteria have been establlished,. Plpelinfe Supervisor i 
s)i<>uld c^mmunica,te this information to the G$i^ekeepers. \ . ' 

Careful records should be kept of the bucks whl(:h are paid to 
\ ^ the Gatekeepers and the criteria by Which Gatekeepers, are paid 
bucks. The tSame Facilltatohr will want to see your re'cords. 

5^25 Colfage Master 

" Collage Master is redponslble for negotiating' with Gatekeeper III 
, whenever a player is "ready^ to occupy a, desk whose color of 

construction paper matches the player's color ofc construction v 
pftper. Collage- toaster may. simply o^acept the player. If however, 
there are two or more players* and only one appropriate desk is 
empty. Collage Master should consider* the following gjlteria 
when making^a choice. * 

a) players with red lines An their badges should be given 
preference; ^ . 

■ - * , • 

b) the .quality and quantity of players' collage materials 
* " should be considered; ^ ^ 

't)l the ability of players to develop -plans for using their 
^ collage materials should be considered. (Although Gatekeeper 

III wftll be telling Collage Master about their ability, 
- . Collage Master may ask to- talk with the players in order 
to decide which player should occupy the chair.) 

*» • - ' ■ , . 

Collage Master is responsible for est^ibllshlng the criteria by 
which collage makers may keep their desks or may move ahead to 
the table of the appropriate color. Tljie criteria should be 
stringent Enough so that some of the cAHage mal^rs do not keep 
their desks and only three move ahead of the- appTOprlate table. 

Players^ who Ipse their desks should be given the following infor- 
mation: 

Go to Territory R. When or if there are less than two 
people in Territory H, a player in Territory R may move 
to Territory H. When players are in Territory H, Gatekeeper 
III will help them to secure a desk of the appropriate color. 



ERLC 



21 



1 V 



J 



ERIC 



' -16- 



Collage Master Is responsible for establishing criteria by 
which collage makers at both levels are paid bucks. Collage 
Master is also responsible for paying collage makers in 
accordance with these criteria. 

J^ollage makers who cdmplete a collage wi^ll present them to 
Collage Master « ColJ^age Master will pay collage makers 
according to the criteria which he/she established. Collage, ' 
Master will then provide collage makers with ^another sheet of 
constri^ction paper." The color of t^e obstruction paper must 
. be the same color ais the {^receding'. sheet. Collage Master will 
also provide additional glue or paste and nfagazlfciites from which 
to cut pictures, tlollage' makers at tables should >^ given the 
, most pictorially attractive magazines. > ^ ' ^ 

Careful records should be kept of the bucki which are paid to 
the -collage makers » the criteria by which collage makers aye 
paid bucks,jthe number of collages coiapleted, the criteriarby 
which some collage m^ers move ahead to .^a^^table or lose t^eir 
desks and the crltema for selecting potential collage makers. 
The Game Facilitator will want to see your records. 

5.26 Head of Circle J ' 

Head of Circle is responsible for administering a questionnaire 
to each player who wants one buck and has no collage materials. 
(Questionnaires are found in the area.) Head of Circle is 
responsible for establishing criteria by which players* responses 
to the questionnaire will be evaluated. Careful records should 
be kept of the number of players who receive one buck, the number 
of players who get "turned down", the total amount of bucks 
given to players and the criteria by which players may be given.. ^^^^ 
bucks. The Game Facilitator will want to see your records. 

Players who have obtained an/ collage materials have priority 
over the others: 

' 1) they may go .ahead of the others in line; 

. 2) they may obtiain one buck without having to respond to the 
quest ioni^ire. > - 

\ • . \ . , ■ . / . 

Pl§yers who have no collage materials must stand in line to 
receive a questionnaire, must- fill out the questionnaire, and then 
must stand £nN.ine again to have their questionnaire^ processed. 

Players who h^ve two or more lines on their Radges or one red 
line on their badges should.be escorted by Head* of Circle to 
Gatekeeper I. 

5.27 Chance Master 

/ i , 

Chance Master is resonslble for encouraging players to shoot 
dice and play poker. The rules for shooting dice and playing 
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poker should be developed by Chance Master^ who has the ^ 
authority to change rules at any time. Since players will 
probably not have any, bucks in the beginning, a system needs 
to be developed by which they can pLay >for free when they begin 
to Shoot dice or play poker, ^ * - , 

. ■ ^ • •. 

Chance Master' is responsible for establishing criteria by wh'iclj 
players can win bucks.* Chance Master is also responsible for 
paying players in accordance with these criteria. - ^ ' 

■ ■ ' .<;■.• 
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GAME FACII^TATpR'S RESPONSIBILITIES ■ ' 

• ' ' * . • \ ■ i ■ . *' 

6.1 Before' the Game * 

» Before playing Pipeline the Game Facilitator will study all vnrltteu 
directions very carefully and will prepare the artifacts and rabm 
in accordance with 'these directions. About ten minutes ^bef ore > » 
playing Pipeline , the Game Facilitator will select, seven personsf 
who will assume the jobs of Gatekeeper I, Gatekeeper 11, Gatekeeper 
III^ Pipeline Supervisor, Collage Master, Head of Circle and 
Chance Master./ j Each of these seven persons should be given a copy 
of his/her particular job description sq that it can be: studied 
in advance. : y f 

' Just before '.the' game begins , the Game Facilitator should hand out^ 
badges to participants. Participants having blue lines on their . 
-1 hadgeii should be asked to_ lw€^t±_glQve9L_dijtr.iiig_^tiL^ game . n 



6*2 Beginning the Game 

To begin Pipeline , the Game F^clllta€&ir will read the section 
entitled "Game Facilitator's Introductory Statement." the system 
simulated by Pipeline will then begin. 

At the beginning of the game, the Game Facilitator will give Head 
of Circle enough bucks for half of the players. In addition, the 
Game Facilitator will give Collage Master enough bucks for htalf of 
the players and Chance Master enough bucks for all of the players. 

6.3 Dur.ing the Game , . 

During the game, the Game Facilitator will examine the record ■ 
"keeping systems of Pipeline Supervisor, Collage Master and Head 
/ of Circle. The Game Facilitator should be ready ^o assist anyone 
who asks ^or heip or appears to b^ floundering with the rules. - 
About two minutes before the" Gam^Facllitator is ready to collect 
bucks from players, he/she should give everyone a two minute 
warning. Gatekeepers and players all^e' will need to pay a buck. 

6.4 Ending Pipeline » 

The Game Facilitator will end^the game of Pipeline after at 
least one-third of the players have had some opportunity to be 
college makers and when the interaction within the game appears 
tp be at a peak. This usually occurs after about an hour, though 
the number of players and their unique characteristlQs can ,af fectS^ 
this* considerably . \. 




Qiifes t Ions Used ^ ^ . ' • 1 

Af ter - the game of Pipeline has ended, the ^Same Facilitator grill help' 
{heopjie to step out of the game and reflet l^ack upon thelj:. experiences 
The qu^stionsi whldh.follow will assist participants to (io this in 
a^'ipglical manner^ v 

1) jCpllage mafcersv would you be willing, to explain your collages \ 
or would Collage Master like to. talk abotit the colleges? v 

2) players ♦ how would you dje^jii^^^ your experience with Chance 
' Master?/ ^^^^ i * r. 




J3) Chance Ma^ you Wwi your job, ^^scflptiori?-^ 

? 7^ ~ play era^^ you "as^^r^SilTof 

-expet^tett-td perform? . - . ^ !v' '^f^i^..^ 

4) . How would you describe youp expfe^lenc^ with GaTtekeeper It Did 
' your t>a4ge see?! to n^l^e a difference in your relatlonahip with 

Gatekeeper I? ^ ' ' 

, - ,^ 

5) Gatekeepjer could you reafd your job 'description? How did 
'players react^ tA^ard you as a result of the duties you were 

expected to perform? You had a certain quota to fill* Were 
you able to fill it? What difficulties did you encounter as 
you tried to reach your quota? 

6) How would^you describe your experience with Gatekeeper II? 

7) Gatekeeper II, could you read your job description? How did 
players react towfijrd you? 

* '. ' ' ■ ' • 

8) How would you describe :^our exper^^^nce with Gatekeeper III? ^ 

9) Gatekeeper III, cbuld y^u read your job description? How 
did players react toward *you? 

*• * '■ ■ ■ ' 

10) Gatekeepers, how would you describe your experience with 
Pipeline Supervisor? - 

11) Pdpeline Supervisot, could you read your job 'description? Hoif 
did Qatekaepers react toward you? • 

12) Gatekeeper XII, how would you describe your experience with 
Co]^lage Master? Players, how would you describe your experience 
with Collage Master? 

« . - • 

13) Collage Master, could you read your Job description? How dsLd 
Gatekeeper III and thie playfera react towa*d^yo^u? ° - V 

14) How would ^,you describe your experience with Head of Circle? 



15) Head of Circle, could you read your job description? How did 
players react toward you? ^ ^ . 
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16) Could someone describe their experience in.Territprjlejs R or H? 

17) HGw many of you* gtfC- tp^ make collar at a table? 'How did. you 
feel about that^ 



18) _ Did anyeine get sent to>4f9olatrl^^^ 



19) Did anyone ^"dc^nj^^ during the game which might be con- 
s^ered in^ppMI'^ or deviant behavior? -^s^ . ^ 

20) Seven of yoU had specific jpbs during the game. Were you 
.aware of what others were doing during the game? ' .< 

21) Several of you were wearin;^^ gloveis during the game. How did 
you feei about that? How did players react toward you? 
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22) ^ach aspect of the game is symbolic. Fq.r example, the lli;^ 

on your badges stood for certain segments of the population* 
If you had a blue ]4.ne, you were a. minority; If you had a 
green line you were a youth; if you had a purple line, you 
were a head of household; If you had a red line/ you were 

a veteran; if you had no lines, you were not a memaer of any 
xyf these segments of the population. What might Gatekeeper I 
represent in the real society? (Continue asking questions 
iintil the conversion from the game to an Employment and 
Training Program is inade. Since this, game is to be used a^ / 
a learning experience it is quite apptopriate to add missing | 
information.) * ' . . * . , ' 

23) How would you change Pipeline to m^ke it more effective? Are 
the weaknesses in Pipeline consistent with the inadequacies 
of Employment and Training Programs? 

' ' , *• - • ^ . , 

24) Pipeline has been specifically designed to simulate an Employ- 
ment and Training Program. Does the game apply to any Dther_ 
programs or systems that exist in the real world? 

7.2 Evaluation of 'the Debriefing Process 

During the debrief iiig process of Pipeline , participants are ask^d: : 
to describe their interactions with seven players who volunteer tb\ 
assume one of the job descriptdpns in the society. The seven ' 
. volunteers read their Job descrfptions and' then explain how par- 
ticipants reacted toward them a§ a result of the duties they were^ 
expected to perform^ , 



Inevitably, some of the participants express their surprise tha^ so 
muc^ went on during the game. Participants who spi^t most of 
their time with Chance Ma3ter, for example, will l^e una^j^re of 
the intricacies of the 'Pipeline and totally unaware of the 
fru8trat;ions and satisfactions of the collage makers. Many times 



Gatekeeper III will know more about Collage Master than about 
Gatekeeper I. All of the Gatekeepers usually xonplaln that their 
work keeps them^so busy they don't have time to communicate among 
themselves much less learn the job descriptions of persons such 
as Head of Circle. Unless Pipeline Sy^ervlsor is unusually compe- 
-tent, he or. she aj:tempta to supervise the three Gatekeepers without 
a .complete undWrstandln^ of their job descriptions. This, la turn, 
leads^^ grumbling among the three Gatekeepers. 

When asked how to Improve the game, participants cite problems of 
commusiicatlbn, isolation, misunderstandings, and inappropriate 
'job behavior as key concerns. When assisted by the game facilitator, 
participants are able to focu9 on a typical model' for an Employment 
and Training Program. They begin to understand that Pipeline works 
only as well as the people~all the people— ^vho participate in the 
game. jThey bBgin to see that Pipeline , with its- job descriptions 
and choices, helps participants to assume true" "ownership" for 
their actions daring the game. In the end y participants tmderstand 
something of the nature of the system as It is supposed to operate 
and that it rarely actually operates this way due to people problems. 
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8.0 CONCLUSION - . ; ' 

8.1 Sinanary , 

Pipeline Is a simulation which was designed by two codevelppexs 
vKo pooled their knowledge of both content and methodological 
processes. Its simulated components were developed to function 
. together ±n the same manner as the components of an Employment and 
*^ Training Program* The constraints Qf the game allow participants 
to assume o%mership for their actions during the game. This 
responsibility for one^s actions- is the key which assists par- 
ticipants to locate problem areas- and pose solutions. In the end, 
participants move from stimulated setting, to a better understanding 
of the real problems which exist within Employment and Training 
Programs. * ^ ("^ 
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8.3 Evaluation • ' 

The Pipeline simulation game was evaluated using Dukes and Waller's 
Simulation Game Exercise Evaluation form (1976) using four key items' 
(Appendix A-1, #5, .#22, #24 and #25) to measure Accuracy, Plausibility, 
Value and Relevance. These items are key variables in the evaluation 
model developed by Dukes and Waller. > 

o : . - Accuracy refers to the degree to which the game represents 

the model of reality that it mirrors. 

Plausibility refers to the -subjective reactions to the game 
^ by the players — akin to "credibility" Insofar as' the game . 

takes cognizance of t"he players' experience and capabilities. 
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- Valu^ refers to the degree of overall quality that' 
charact/Brizes the game, ' * ^ 

' - llelevance refers to the degree of' relation that the 
V exercise has to the coticerns of the players. 



Each. Variable was rated on a 5 point scale ait a. grand total 
of 183 subjects (N*s vary sli*ghtly from Item to item due to 
the failure of a few subjects to rate all items). Grand means 
and standard deviations w^re: ' . 



Accuracy: 
Plausibility: 
Value : 
Relevance: 



MN 
4,08 
3.98 
4.00 
4.08 



SD 
1.00 

.71 
1.06 
1.01 



V. 

N 
179 
177 
182- 
181' 



Unfortunately normative information on the Dukes and Waller 
instrument *is lacking save reliability coefficients (Robinsph's A's) 
of .g^HEor Accuracy, .90 for Plausibility, .94 for Value and .861 for 
Relevance (N no^ reported) . » 

Further analysis of the scoring of Pipeline on the Postgame Question- 
naire reveals the evaluations tended to be higher as work experience 
of the evaluators increased (Table ,1) . j 



Work 

Experience 



Accuracy 
N . Mn 



Plausibility 
N Mn 



Value 
N Mn 



Relevance 

N Mn' ' 



le'^s than 1 year 
1-5 years ' ' 
6-15 years 
over 15 years 



6 
78 
71 
20 



3.67 
4.13 
4.00 
4.10 



. 6 
78 
70 
19 



3.50 
3.95 
3.90 
4.06 



6 
81 
71 
1^ 



3.83 
3.93 
3.99 
4.32 



6 
81 
71 
18 



3^.67 
4.00 
4.)L4 
4.22 



Table 1 Scoring of Pipeline Participants' L^gth of Work Experience 

There was also a tendency for participants with specific job roles in 
the game to rate the game higher than those who portrayed the unemployed, 
(table 2). . ' 



Accuracy 
N Mri 



Plausibility 
N Mn 



Value 
N Mn 



Relevancire 
N Mn 



'Unemployed" role 
Specific Job role 



133 
44 



4.02 
4.li- 



130 
43 



3.86 
4.11 



,1.36 
44 



3.70 
4.25 



135 
44 



3.92 
4.34 



Table 2 Scoring of PipeLip^ybjSiJecific and Unemployed role 



-24- 



A random selection of 3 males and 3 females from each samiJle group 
(N"21) revealed very little difference In game evaluation on the 
basis of sex (Table 3) . 





Accuracy 


Plausibility 


Value 


R^eyance 


Male 


4.10 


3.90 


4.00 


V. 4.14 


Female 


4.05 1 


3.95 


4.00 ; 


4.19 



Table 3 Evaluation Means of Pipeline by Sex 



Tt Is worth noting further that the game was rated highest (group mean) 
by the one group which was employed In An employment and training 
program, under a CETA contract. All of these participants were 
direct service deliverers or first line supervisors (Table 4) . 



Accuracy 
N Mn 


Plausibility 
N Mn 


. N 


Value . 
Mn 


Relevance - 
N , Mn 


24 


4.23 


22 


' 4.23 


23 


4.65 


22 


4 . 68 



Table 4 Pipeline Evaluation by GETA Employees 



In the absence of additional statistical analysis, these data cannot 
now be interpreted for significant of any differences. When such 
statistical analysis has been completed, the authors will be able to 
make inferenqes about the game based on statistically detived data. 
Meanwhile -these data are offered without claim of slgnJLficant dif- 
ferences between means of various group samples. 
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APPENDIX A.1 
PIPELINE EVALUATION FdRM 
Monograph #10 



PERSONAL INFORMATION 



Sex: ,M ale ■ Age: under 21 3 5-50 : 

21-25 ,51-65 

Female 

T 26-34 o ver 65 

Schooling: ^Freshman Work Experience: 

Sophomore r c 

— — - none 6-15 years 

Junior . . : 

Senior — under 1 year 16-25 years 

^Graduate ' 1 -5 years over 25 years 

Post Masters . 



EVALUATION OF A SIlflffLATION GAME 

1. What role did you play? 

-3. How would you rate the instructions of the game? 

Clear Unclear 

Easy to ; Hard to 

Understand • Understand 



4. How would you rate the \accuracy with which the game represents the model 
of the reality it i»s attempting to represent? 

Accurate Inaccurate . 

Representation ■ ' ■ . " Representation 

5. How would you rate the length of time the game takes to reach its 
objective? 



Too Long _ . ' Too Short 



6. . What is the relation between strategy and outcomes of the game? 

,' ' ' 

Relation Relation 
Determined ' Not Determined 

(non-random) __ ...... ' • \ (random) 



7. In the game how often do better strategies lead to more desirable outcomes? 

Always ^ Never \ 

8« ' To what extent does the game allow participants to employ alternative 
strategies? 

High Extent . L_ Low Extent 

'9« To what extent was the game fun? ^ « 

High Extent \ ' ' ; l/ow Extent 

10. To/ what extent does this gam^^llow participants to draw upon 
knowledge acquired in other ways? ^/ " . 

Large Extent ^ , ' . ^ Small Extent 

. ' ■ ... „ • 

11. To what extent does this game allow participants to extrapolate ^ 
from their own experience to the exercise? 

High Extent ' r ." ■ \ Low Extent 

12. To what extent do all participants in 'the game receive the same experiences 

High Extent - ^ Low Extent . ' 

13. To what extent do time distortions interfere Jith smooth functioning >. 
of the game? 

Large Extent ._ . Small Extent 

* ■ . ■ , 

14. ^To what 'extei)it are participants required to engage in activities which 
; seem, unnecessary? 

Large Extent ■ ' Small Extent 

15. To what extent is the game appropriate for students at this level of 
scholastic experience? 



Too Elementary 



Too Advanced 



AVout Rightj 



16. : >To what extent would this game be ajpproprlate for participants who 

have not had experience with simulation games? 

" Appropriate — — Inapproj^riate 

Please rate the game in each of the dimensions below: * 

17. Plausible ' ' .■ • ■ Not Plausible 

18. Realistic Artificial 



19. ' Valuable _^ _ ■ . ■ Wor thless 

20. Relevant ^ , Irrelevant 
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APPENDIX A. 2 
Questionnaire 

Do you have one or trore l^nesXon your badge?^ 
If so, how many? 



If so, what are tjielr colors ?_ 



2. Have you been invited to enter the P^ellne by Gatekeeper I? 
If you were Invited to enter , why did you decline? ^ 



3* How. long have you been in Territory P?^ 



4* Did you spend any time playing cards or shooting dice while in 
Territory P? 



5. Have you ever been sent to Isolation? 
If spy what were the circumstances? 



If so, how long didXyou stay in Isolatipn?_ 



6. Do you eventually want -to enter the Pipeline ?_ 
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APPENDIX A. 3 
ROOM ARRANGEMENT 



•s. 



Yellow Table 




Chair 





Pink Table 




Chair 





91ue Table 




Chair 





Yellow 




Yellow 




Yellow 




Pink 




Pink 




Blue 




Blue 


Desk 




Desk 




Desk 




Desk 




Desk 




Desk 




Desk 
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Territory 
H 



Territory 
R 




Territory P 



Isolation 
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APPENDIX A, 4 

MONOGRAPH EVALUATION FORM 
Monograph #10 



(Your Name) 


^ (Title) 


• ... ■ ■• . 


-V- 


(Institutioti) 


(Department) 






(Address) 




(Phone) 





How. did you acquire this monograph? I 

'. . iV ... ■ • ■ . 

One of our goals is to have people use or apply the monograph contents 
in some way. What' are the' (a) inmiediate or (b) long-range uses you ma/ 
have for this monograph? 



FOR ACADEMIC INSTITUTIONS 

In what degree program or concentration might you utilize this monograp.h? 

FOR AGENCIES AND OTHER ORGANIZATIONS : * 

Would this monograph therein meet some of your organization's 
training needs? Please explain. ~ 



^„ ^ 



6. This monograph was designed around a systems model for instructional 
planning. Did you find this to be a helpful format? 



7. OPTIONAL COMMENTS: . 

If ^(ou are interested in critiquing the instructional contents of the 
mOQis^raph, would appreciate your comments. 



S Ignatur e 



Please return as soon as possible. 

* 

TO: Mary L. Otto, Director - 

Manpower Institutional Grant 
School of .Education 
Oakland University 
Rochester, MI 48063 

, ' Phone: (313) 377-4171 



